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This listing of claims will replace all prior versions, and listings, of claims in the application: 
Lfetfogofqai™* 

1. (Currently Amended) ftwr famine* mtrh™ jr^Tn,^ n ^itr r c n m inr rnnfiri l Lr 
rte«ricnnr T or conf fc u iul t u control a game of chanco playod on the gnming nudum und4* 
C mnrnto n vi doo g m u upiu u ouUi bion for the gomo of ohanco, a disp ln y rto v i oo and a u i u u ui y 
^ A method of capturing a game history on a gaming machine with a master gmnp 
controller for coptrollTn^ n wmc of change played on the cremmp ^ method 

comprising: 

receiving a wager on the game of chance- 

generating a sequence of game presentation frames for use in fee a^video game 
presentation of the game of chance played on th e gaming ma e&gte wherein each game 
presentation frame is stored in a frame buffer with the master gaming controller; 

selecting a game presentation frame stored in the frame buffer from the sequence 
of generated game presentation frames with the mas ter oWn^ controller wherein at least 
one game history frame is generat ed for each game of chance played on the gaming 
machine; 

incorporating frame data from the selected game presentation frame into a game 
history frame with the master gaming cnntmllftr; 

presenting the sequence of game pres e ntation frames on a display screen coup led 
to the gaming mac hine with the master gaming controller: and 

storing the game history frame in the a memory device on the gaming machine . 

2. (Original) The method of claim 1, further comprising: 

outputting the selected game presentation frame stored in the frame buffer to a display 

device. 

3. (Original) The method of claim 1, further comprising: 

discarding the selected game presentation frame stored in the frame buffer. 

4. (Original) The method of claim 1, further comprising: 

copying the frame data from selected game presentation frame stored in the frame buffer 
to a memory device; 
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modifying the frame data. 

5. (Original) The method of claim 1, wherein the video game presentation is selected 
from the group consisting of a video slot game presentation, a video keno game presentation, a 
video poker game presentation, a video pachinko game presentation and a video black jack game 
presentation. 



6. (Original) The method of claim 1, further comprising: 

outputting the game history frame to at least one of a video display and a printer. 

7. (Original) The method of claim 1, further comprising: 

incorporating a player image of a player being presented the game presentation on the 
gaining machine into the game history frame. 

8- (Original) The method of claim 1, further comprising; 

incorporating game history information corresponding to the game presentation being 
presented on the gaining machine into the game history frame. 

9. (Original) The method of claim 8, wherein the game history information is selected 
from the group consisting o. Fplayer tracking information, player identification information, a 
dale, a time, an amount wagered, an amount won, an amount lost, a game denomination, random 
numbers generated, a game paytable, a game name, game specific information and critical data. 

10. (Original) The method of claim 1, wherein the game history frame contains frame 
data substantially identical to a game presentation frame data used in the game presentation. 

1 1 - (Currently Amended) On a gaming machine including a master gaining controller 
designed or configured to control a game of chance played on the gaming machine and to 
generate a video game presentation for the game of chance, a frame buffer and a non-volatile 
storage device, a method of preserving a game history, the method comprising: 

generating with the master flami ng controller a sequence of game presentation frames for 
use in the video game presentation of the game of chance played on the gaming machine wherein 
each game presentation frame is stored in a frame buffer; 
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capturing a game presentation frame stored in the frame buffer from the sequence of 
generated game presentation frames; 

incorporating frame data from the captured game presentation frame into a game history 
frame with the master g^nir controller wherein at Iwwt one ga ™ Li -w^, ^ 

gach game of chance plavg-ri r>^ foe gaming mar.hir.ft; 

generating a game history frame signature to unambiguously identify the game history 
frame using game history frame data comprising the game history frame with the master gamin g 
controller: 

storing one or more of the game history frame data, the game history frame and the game 
history frame signature and combinations thereof to the non-volatile storage device; and 
displaying another frame in the sequence of frames without capturing it. 

12. (Original) The method of claim 11, further comprising: 
capturing game history information. 

13. (Original) The method claim 1 1, wherein the game history frame signature includes 
at least one of a CRC, a checksum and a hash value. 

14. (Original) The method of claim 1 l f wherein the non-volatile storage device is at least 
one of a battery powered RAM, a flash memory, a hard drive and a mass storage device. 

15. (Original) The method of claim 11, wherein the game presentation is selected from 
the group consisting of a video slot game presentation, a video keno game presentation, a video 
poker game presentation, a video pacbinko game presentation and a video blackjack game 
presentation. 

16. (Original) The method of claim 1 1, wherein the game history frame data includes 
image data, 

17. (Original) The n:.ethod of claim 11, wherein the non-volatile storage device is located 
outside the gaming machine. 

18. (Original) The method of claim 1 1, further comprising: 
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transnritting the at least one game histor/ frame to a location outside of the gaming 
machine. 



19. (Original) The method of claim 1 1, further comprising: 
printing the game history frame. 

20. (Original) The method of claim 1 1 , further comprising: 
applying a color reduction algorithm to the game history frame data. 

21. (Original) The method of claim 1 1, further comprising: 
applying a compression algorithm to the game history frame data. 

22. (Original) The method of claim 1 l z further comprising: 
applying an encryption algorithm to the game history frame data. 

23. (Original) The method of claim 11, further comprising: 

appending the game history frame signature to the game history frame data. 

24. (Original) The method of claim 11, further comprising: 
checking the memory available in the non-volatile storage device; and 
when the memory is full, 

removing the oldest game history frame data. 

25. (Currently Amended) A method of playing back a game history from a game 
presentation displayed on a gaming machine with a master ^ mtrto r roptroller for controlling a 
game of chance played on the fram ing machine- the method comprising: 

generating with the master gamin g controller a sequence of game presentation frames for 
use in a video game presentaion of a the game of chance played on the gaming machine wherein 
each game presentation frame is stored in a frame buffer; 

selecting wjtfa the master gamin g controller a game presentation frame stored in the frame 
buffer from the sequence of generated game presentation frames; 

incorporating with ths master gaming controller frame data from the selected game 

presentation frame into a garae history frame wherein at least one game history frame is 

generated for each g ame of chance played on the f ramin g machine : 
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retrieving with the master gaming gQntroller the game history from a game history 
database stored on a memory device wherein the game history includes at least one game history 
frame corresponding to one of a sequence of frames used in the game presentation displayed on 
the gaming machine; 

validating w ith the master gamin? <y>rtrro1lH- game history frame data comprising the 
game history frame using a game history frame signature; and 

displaying with the master gaming controller the game history frame to a display device. 

26. (Original) The method of claim 25. wherein the game history database includes at 
least one game history frame from at least 1 0 different game presentations. 

27. (Original) The method of claim 25, wherein the game history database includes a 
first game history frame from a first game presentation corresponding to a first type of game and 
a second game history frame from a second game presentation corresponding to a second type of 
game said first type of gam s different from said second type of game. 

28. (Original) The method of claim 27, wherein a single game history frame playback 
code is used to display the first game history frame corresponding to the first type of game and 
the second game history frame corresponding to the second type of game. 

29. (Original) The method of claim 25, wherein the display device is mounted to the 
gaming machine. 

30. (Original) The method of claim 25, wherein the display device is physically separate 
from the gaming machine. 

3 1 . (Original) The method of claim 25, further comprising; 

locating the game history frame corresponding to the game presentation in tie game 
history database. 

32. (Original) The method of claim 25, wherein the game history frame includes player 
identification information, game history information, game specific information or critical data. 

33. (Original) The method of claim 25, further comprising - 
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decrypting the game history frame data. 

34. (Original) The method of claim 25, further comprising: 
uncompressing the game history frame data. 

35. (Original) The method of claim 25, further comprising; 
expanding the colors used to render the game history frame. 

36. (Original) The method of claim 25, further comprising: 

calculating a second game history frame signature from the game history frame data; 
comparing the game history frame signature to the second game history frame signature; 

and 

when the game history frame signature and the second game history frame signature are 
not in agreement, 

displaying an error message to the display device. 

37. (Currently Amended) A gaining machine comprising: 
a master gaming controller designed or configured to 

i) control a game of chance played on the gaming machine; 

ii) to generate a sequence of game presentation frames for use in a video game 
presentation of the game of chance played on the gaming machine wherein each game 
presentation frame is stored in a frame buffer; 

iii) to select one or more game presentation frames stored in the frame buffer from 
the sequence of generated game presentation frames; 

iv) to incorporate frame data from the selected one or more game presentation 
frames into one or more game history frames wherein at least one ^ me history fi-amejg 
generated for each ggme of chance played on the gaming manliinft; 

v) to store the one or more game history frames in a non-volatile storage device; 
the frame buffer for storing the game presentation frames; and 

the non-volatile storage device for storing the one or more game history frames and 
game history information wherein the gaming machine is operable i) to receive cash or indicia of 
credit for a wager on the game of chance and ii) to output cash or an indicia of credit as an award 
for the game of chance. 
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38. (Original) The gaming machine of claim 37, wherein the non-volatile storage device 
includes at least one of a flash memory device, a battery powered memory device and a hard 
drive. 



39, (Original) The gaming machine of claim 37, further comprising a camera used to 
record a player image from a player being presented the game presentation on the gaming 



machine. 



40. (Original) The gaming machine claim 39, wherein the master gaming controller 
incorporates the player image into the game history frame, 

41. (Original) The gaming machine of claim 37, wherein the master gaming controller 
incorporates game history information into the game history frame. 

42. (Original) The gaming machine of claim 37, wherein the game presentation is 
selected from the group consisting of a video slot game presentation, a video keno game 
presentation, a video poker game presentation, a video pachinko game presentation and a video 
blackjack game presentation. 

43. (Original) The gaming machine of claim 37, further comprising: 

a communication interface used to transmit game history frames to locations outside of 
the gaming machine. 

44. (Ori ginal ) The gaming machine of claim 37, further comprising: 
a printer used to print game history frames. 

45. (Original) The gaming machine of claim 37, further comprising; 
a display device used to display game history frames. 

46. (Currently Amended) A method of preserving a history of events that transpired 
on a gaming machine during play of a game of chance, the method comprising: 

from a series of video frames comprising a game presentation for the game of chance 
played on the gaming machine, selecting a game history frame having critical information about 
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^ Same w herein the video frames are generated a nd ^.t ^ b v a master ^ming controller on 
the gaming machine: 

temporarily storing the game history frame in a frame buffer on the gaminom^ti.; 

capturing the game history frame in a memory device in a manner allowing recall of the 
game history frame to reconstruct a game history on the p amin g machine: 

temporarily storing another frame in the frame buffer from the series of video frames 
wherein the frame is not a game history frame; 

displaying the other frame on the gaming machine; and 

flushing said other frame from the frame buffer without capturing it to the memory 

device. 

47. (Original) The method of claim 46, further comprising: 

adding text describing s game event to the game history frame prior to capture. 

48. (Original) The method of claim 46, further comprising: 

generating a game history frame signature from data in the game history frame. 

49. (Original) The method of claim 48, further comprising: 
associating the game history frame signature to the game history frame. 

50- (Original) The method of claim 46, further comprising: 

playing back a game history including the game history frame together with other game 
history frames. 

51. (Original) In a gaming machine including a master gaming controller, a display 
device and a memory device, a method of capturing a graphical information, the method 
comprising: 

generating a sequence of video frames used in a video presentation controlled by the 
master gaming controller on the gaming machine wherein each video presentation frame is 
stored in a frame buffer; 

selecting a video presentation frame stored in the frame buffer from the sequence of 
video presentation frames; 

storing the selected video presentation frame m the memory device 

f 

outputting the sequence of frames to the display device. 
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52. (Original) The method of claim 51, wherein the video presentation includes a 
maintenance video presentation and game service presentation. 

53. (Currently Amended) In a gaming machine including a master gaining controller and 
a display device, a method of generating a game presentation, the method comprising: 

retrieving with the master gaming controller , one or more game history frames stored in a 
memory device wherein the game history frames contains game history information from one or 
more previous games wherein a first previous game is played on the gaming machine and second 
previous game is played on a second gaming machine; 

generating a sequence of game presentation frames for use in a video game presentation 
of a game of chance played on the gaming machine controlled by the master gaming controller; 

incorporating game history frame data from the one or more game history frames into the 
one or more of the sequence of game presentation frames used in the video game presentation 
with the pa ster gaming controller: 

outputting the sequence of game presentation frames used in the video game presentation 
to the display device. 

54. (Original) The method of claim 53, wherein the memory device is located on the 
gaming machine. 

55. (O r i ginal) The method of claim 53, wherein the memory device is located outside of 
the gaming machine. 

56. Cancelled. 

57. (Original) The method of claim 53, further comprising: 
creating a bonus game scenario from the game history information. 

58. (Original) The method of claim 57, wherein the bonus game scenario is created from 
game history information from a first previous game played on the gaming machine and second 
previous game played on a second gaming machine. 
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59. (Original) The method of claim 1, wherein the sequence of game presentation femes 
are generated using one or more of streaming video, 2-D graphics, 3-D graphics and 
combinations thereof 



60. (Original) The gaming machine of claim of claim 37, wherein the sequence of game 
presentation frames are generated using one or more of streaming video, 2-D graphics, 3-D 
graphics and combinations thereof. 



6L (Currently Amended) In a gaming machine including a master gaming controller 
a display device and a memory device, a method of generating a game presentation, the method 
comprising: 

in one or more games played on the gaming machine, 

i) generating a sequence of game presentation frames for use in a video 
game presentation of a game of chance played on the gaming machine controlled 
by the master gaining controller wherein each game presentation frame is stored 
in a frame buffer with the master gaming controller: 

ii) seltscting a game presentation frame stored in the frame buffer from the 
sequence of generated game presentation frames with the master gaming 
controller: 

iii) inc^orporating frame data from the selected game presentation frame 
into a game history frame with the master gaming controller wherein at least one 
game history frame is generated for each game of chance plaved on the gaming 
machine: 

iv) storing the game history frame in the memory device; 
retrieving one or moi-e game history frames stored in the memory device wherein the 

game history frames contains game history information from one or more previous games played 
on the gaming machine; 

generating a sequence of game presentation frames used in a second video game 
presentation controlled by the master gaming controller on the gaming machine; 

incorporating game history frame data from the one or more game history frames into the 
one or more of the sequence of game presentation frames used in the second video game 
presentation; and 

outputting the sequence of game presentation frames used in the second video game 

presentation to the display device. 
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